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Get Ready For 
Another Smashing Year 


The Leaf Set—baseball’s breakthrough hit in premium quality 
cards—is back. With more high-level action shots, updated Gold Leaf 
Rookies and, new for ’92—The Leaf Gold Edition. All with the 
sharpest, most vivid photography ever. The pay 
1992 Leaf Set. Make a break for it now. And LJ 
get it before it’s gone. 


© 1992 Leaf, Inc. Bannockburn, IL 60015 
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Summer movie hits mean big money for the silver- 
screen producers — and for the videogame industry, 
too. A company that obtains the right to do a 
videogame version of a big-name film is guaranteed 
a certain number of sales just on the title alone. And, 
in turn, videogame sales often spur the movie indus- 
try tomake more movies. Lookat Teenage Mutant Ninja 
Turtles: first a comic book, then a couple of good 
videogames, then a wildly successful movie, then 
more, even bigger videogames ... you get the picture. 

Of course, most companies only hope for a license 
as big as TMNT. And most kids hope for games that 
live up to the promise of their movie versions — too 
often they’re disappointed. Ghostbusters, Die Hard, 
Predator, Indiana Jones and the Temple of Doom, Home 
Alone, and The Rocketeer videogames were a letdown. 
Robin Hood: Prince of Thieves, The Little Mermaid, Indi- 
ana Jones and the Last Crusade, and Terminator 2 fared 
better. We’veseen The Hunt for Red October, Bill & Ted’s 
Excellent Adventure, Total Recall, the Star Wars trilogy, 
Robocop, Who Framed Roger Rabbit, and Hook all 
translated with varying levels of success. 

Now the computer and videogame market is so 
big that games are influencing movies and TV shows. 
Carmen Sandiego and Maniac Mansion have both been 
on TV for more than a year, and Little Nemo (also, of 
course, based on the comicstrip) and Super Mario Bros. 
will soon be in a theater near you. 

So when you're watching Alien *, Batman Returns, 
Patriot Games, Encino Man and other big movies this 
summer, ask yourself, “Can the videogame version 
be far in the future?”. 


Leslie Mizell 
Associate Editor 
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The word from the video-game theater of operations is clear: You'll take on enemy tanks, helicopters, and SCUD 
Super Battletank: War in the Gulf performs brilliantly onthe ——_ launchers, and experience searing sound effects and spectacu- 
Super NES™! lar digitized graphics that will make you feel you're right at the 


One of the most realistic, authentic military games ever created, ©0Fe of the Persian Gulf War! 

Super Battletank puts you, an Allied Forces tank commander, And coming soon: Super Battletank on the Sega™ 
in charge of the devastatingly powerful M1A1 battletank, Genesis™! 

armored warfare champion of Operation Desert Storm. Designed by Garry Kitchen and Alex DeMeo. 


y oti . 


Published by Absolute Entertainment, Inc., 251 Rock Road, P.O. Box 116, Glen Rock, NJ 07452. Tel: (201) 652-1227 


Super Battletank: War in the Gulf is a trademark of Absolute Entertainment, Inc. All rights reserved. Absolute Entertainment is a registered trademark of Absolute Entertainment, Inc. All rights reserved. Nintendo, Super Nintendo Entertainment System , Super NES; 
Nintendo Power and Nintendo Seal of Quality are trademarks of Nintendo of America Inc. ©1992 Nintendo of America Inc. Licensed by Sega Enterprises Ltd. for play on the Sega™ Genesis™ System. Sega, Genesis and Sega Seal of Quality are trademarks of Sega 
Enterprises Ltd. ©1992 Absolute Entertainment, Inc. All rights reserved. 


of Zelda 


I’m having trouble with Zelda. I’ve 
beaten levels 1-4 and am on level 
5. Canyouhelp me get the whistle? 


Kamale 
Los Angeles, CA 


It’s in labyrinth #5, near some blue 
knights. 


How do you use the no-huddle 
offense in John Madden Football 
for the Super Nintendo? 


Eddie 
Houston, TX 


Sorry there’s not a no-huddle fea- 
ture, but you can simulate it by 
picking the same offensive set 
twice in a row, then choosing your 
play quickly. You'll usually get a 
play off within 15 seconas. 


Micqan Vian 


How do you defeat Dr. Wiley in 
MegaMan 4? Yousaid you have to 
aim at the blue circle, but | can’t 
reachit. Can you give me any tips? 


Damien 
Albany, NY 


There are two ways fo hit the blue 
circle. One is to shoot a dive missile 
at it, but wait right until if hits the 
circle to detonate it. Or you can 
stand underneath the circle and 
shoot your wire weapon at it. 


anf Zeelcie- A Linwlic 
tee thee Pest 


In Zelda III for the Super NES, how 
do you get the book off the shelf, 
and where do you get the webbed 
feet? How do you get the sword 
and enter the other labyrinths? 


Andrew 
Beacon Hill 
Australia 


Use the Pegasus Boots and do a 
dash attack to make the book fall 
off fhe shelf. You get webbed feet 
from a fishednamed Zora who lives 
in the waterfalls in the far upper 
right corner of Hyrule. And you find 
the Master Sword in the lost woods 
— but you can’t remove it until 
you‘ve collected all three pen- 
danits. 


Fispaal Faarnteassey Ul 


I’m wondering how you get to the 
treasure chests on the bottom floor 


of the Cave of Summoned Mon- 
sters in the underground. Also, | 
was wondering where you find the 
power armor, cursed ring, rune axe, 
samurai bow, drain and dragon 
staff, assassin knife, change rod, 
and silence staff. Final Fantasy Ilis 
my favorite SNES game, but it would 
be even more exciting and fun if | 
knew where fo find these items. 


Kevin 
Bandon, OR 


Use “Float” on level B-4 and go 
down and fo the right to find the 
treasure chest. Walk above it and 
look for anotch in the wall. Go into 
itto warp to the level below, where 
you'll find many of the objects 
you're looking for. 


Found aTent! 


——— 


How do you open the safe in the 
Magesterium? And how do you 
push the being into the water? 


Shane 
Harbour Grace, Nfld. 
Canada 


Look for a piece of paper in the 
study with the atomic weights of 
some minerals printed on it. Use 
these numbers for the combina- 
tion to the safe. To push the being 
into the water, simply place the 
icon on him and place him where 
he needs to go. It’s easy! 
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THIS GAME IS LICENSED 
BY NINTENDO 
FOR PLAY ON THE 
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Vice officer Quinn Hart is on an assignment unlike anything he’s ever seen! Weird 
bodies are turning up dead, top secret weaponry is missing, and organized crime is _ 
at an alltime high. But Hart’s up against something more than the Mob, street gangs, ' 
or even hostile terrorists. 

A new force has risen and Hart finds himself plunged into a conspiracy of terror! 


i Q i SAMMY ™, VICE: THE PROJECT DOOM™ 
A > “ American Sammy Corporation are trademarks of American Sammy Corporation. 
2421 205th St., Suite D-104, Torrance, CA 90501 Nintendo and Nintendo Entertainment Systems® are 
PHONE: (213) 320-7167 * GAME TIPS: (213) 320-7362 registered trademards of Nintendo of America, Inc. 


Tite: Sanger: 
Bart ws. 
the Worid 


Can you give me some tips on the 
best way to get past the filmstrip 
Bart has to go in during the last 
level of Bart vs. the World? Andhow 
do you beat the movie director 
Burns? 


Scott 
Scottsdale, AZ 


Sorry, Scott, but there aren’t any 
tricks here. Getting through the 
filmstrip is simply a matter of timing 
— and it takes a lot of practice. 


Gwe 
Vir Asien 
Factor 


’'m having trouble beating Road 
Pig in the first level. How do | do it? 


Adam 
Camp Hill, PA 


The first boss — who isn’t the Road 
Pig, by the way — can be beaten 
by selecting the machine gun. 
Kneel while you shoot him, and he 
shouldn’t pose a big problem. 
However, you need to reach him 
with a level 2 gun and four life bars. 


Is it possible to finish Maniac Man- 
sion without the help of Bernard or 
Michael? The other characters 
seem too inept to complete the 
mostimportanttasks. | have played 
the “others” tothe point of unbridled 
frustration. A hint, some small morsel 
of help, please — or | might be 


tempted to push the red button in 
the pool and we'll all burn! 


Ed 
Rowland Heights, CA 


Our game testers humbly point out 
that you're the one who’s inept, 
Ed, and you've got to stop blam- 
ing things on the characters. Ma- 
niac Mansion is designed so that 
you can finish the game with any 
three characters, although Bernard 
and Michael are indeed two of the 
best to use. You're probably just 
missing something. So take your 
finger off the red button and start 
searching again! 


Conner Wier 
Vows tel 


In my Super Mario World instruc- 
tion book, it speaks of “The Legend 
of the Colored Yoshis.” Where do | 
find the red yoshi, blue yoshi, and 
yellow yoshi? 


Phillip 
Grifton, NC 


When you reach the Sitar Zone, 
you'll find a different-colored yoshi 
in each level. Each color signifies a 
different yoshi ability. 


Oz 3s 
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Cam (itep 


| can’t get Sim City to turn into 
Megopolis from the “Start a New 
City” menu, or the final scenario 
called “Freeland.” Can you tell me 
what’s wrong? 


Joe’s Luis 
Pemberton, NJ 


It sounds as if you’re doing every- 
thing right. However, youcan ‘tever 
choose Megopolis from the Start 
menu—youmustearn your way to 
this ultimate stage. As a matter of 
fact, there are certain land masses 
that don’t lead you to Megopolis. 
Land Mass 61 is the only one we ‘ve 
found so far that results in 
Megopolis. 


Eiee*t ete 


In Beetlejuice for the NES, how do 
you beat the first boss that has a 
spray can? 


Wilson 
Newport News, VA 


Use your skeleton scare and back 


him against the wall until he’s de- 
stroyed. 


te: 


Game Players Mailbag 
300-A South Wesigate Drive 


Greensboro, NC 27407 


We regret that we cannot reply to 
individual requests. 


All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. e 
_ FOR PRICING AND ORDERS, PLEASE CALL 809-VRG -IN@7. VISA, MASTERCARD, AMERICAN EXPRESS AND CHECKS ACCEPTED. 


fe) Nintendo, uper Nintendo Entertainment System, and the Official Seals are registered trademarks of Nintendo of America Inc. 


‘SLAM DUNK is a trademark of Virgin Games, Inc. © 1992 Park Place Production Team. Alll rights reserved. Licensed to Virgin Games, Inc. 


Mirrorsoft 


do are in the works - 
and one literally gi 
ut of this world. ... 
d JVC are com- 


oryline. 
' Strategy 


ing for Utopia 


ig). There’s a Ri 
ion game on thet 


. 


ime earl n 19 


on “The 

fimpy cartoon will 

. asec INES, NES, Game 
and D-ROM format when 


_the system debuts in January. THQ 


says that all four games should be 
on the market by next May. Can 
we expect Powdered Toast Man to - 
make an appearance’ 
Dream-Date 

2 Blog 
Only TE 
more 
it. 


Get in. Fire it up. And then | 
hang on. You’re in control 
of the ride of your life! 


Engines scream as the monster truck flies into the 
lead. All four racers spill over the dirt hill and slam 
onto the asphalt surface. Pushing past the pack in true 
dune buggy style, the Sandrail hits an ice patch and 
skids off the track. The Eurocar crashes through the 
open hole, but not before dropping off a few mines to 
slow down any slip-streamers. 


BH Customize your own 
cars with bombs, oil, 
armor and much more 


m Work your way 
through a circuit of 
over 120 tracks or 
create your own 
raceway complete with 
ice, dirt, pavement and 
multi-level jumps 


m@ Special split screen 
allows for one or 
two players 


H 4 times normal 
resolution 


@ Real car sounds 


Super NES Screens Pictured. 


And the race has just begun! 

Interplay Productions introduces super high 
resolution graphics in a radical racing action game. 
Players zoom over asphalt, dirt and ice as they make 
their way through 24 levels of track difficulty--or they 
can build and save their own exciting track designs! 
And racers use their winnings to buy bigger and better 
equipment, or arm themselves with mines and oil slicks 
to sabotage the opposition. 

The challenge is on. 
It’s machine vs. machine 
in the ultimate race for’ { 


the checkered flag! 


™ 


To order R. P. M. Racing™ 
call 1-800-969-GAME. 


Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


a * 
Qintendo) B _ucensep ay 
THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT 


NINTENDO HAS APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN 


©1991 Interplay Productions. © 1985 Rick Koenig, Connie 
Goldman, Dave Warhol and Electronic Arts. All rights reserved. 
Radical Psycho Machine Racing™ is a trademark of Interplay 
Productions, Inc. Nintendo, Super Nintendo Entertainment 


BUYING GAMES AND ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY WITH YOUR SUPER 
NINTENDO ENTERTAINMENT SYSTEM. 


System, Super NES and the official seal are trademarks of 
Nintendo of America Inc. © 1991 Nintendo of America Inc. 
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Step up to the plate..." — came Pro 
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"it looks like you're in center field. 
A truly cool effect! " — Electronic Gaming Monthly 


"fhe most original NES 


baseball game. wee... |) 
— Electronic Gaming Monthly ; 
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FEEL THE HEAT with the best 
NES™ baseball game! 


"Roger Clemens' MVP Baseball & 
is showing that it doesn't take 


16-bit power to be successful" 
~ VideoGames & Computer Entertainment = 


"All the excitement of a pennant. 
race...unique perspectives allow you fo ‘ 


: ° ° mm OVER-THE-SHOULDER- 
see what the players in the field see! FIELDING: The most realistic 
— Nintendo Power perspective ever! 


CLOSE-UP PLAYS AT THE 
BASE: players control the 
slide and tag. 


Roger Clemens’ MVP Baseball™ is a trademark of LUN, Lid.© 1992 LJN, Ltd. All rights reserved. Nintendo®, Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America 
Inc. LUN® is a registered trademark of LUN, Ltd© 1992 LJN, Ltd. All rights reserved. 
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"The Simpsons"™ and “Krusty the Clown"™ 
© Twentieth Century Fox Film Corporation. All rights reserved. 
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Those-darn 
mice are 
destroying the 
house! They've 
chewed so 
many holes in 
everything 
that boiling 


hot water has started to leak from 
the pipes — keep an eye out! 


ACCLAIM 


SUPER NES 


Krusty’s Super Fun House is big! You can 
enter several sections of the house from 
the main hall, each of which is divided into 
many different rooms. Each room, of 

course, has a puzzle for Krusty to solve. 
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pesides the mice have broken 
into the Fun House. Snakes, birds, and 
even'flying pigs all stand in Krusty’s way. 
Use a good ol’ fashioned custard pie to 
get rid of them. 


If Krusty 
accidentally 
paints himself 
into a corner, 
you're forced 
to exit the 
room and 
start all over 
again. Since 


this costs Krusty one life, 
make sure he has a couple 
to spare before trying this, 
or your game could be over 
before it really starts. 
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The elevator can take Krusty wherever 
he needs to go. Look for hidden items 
and secret rooms near the top. 


Occasionally Krusty finds an empty bottle 
like this one just lying around. Each bottle 
tan-hold one mouse, but it can be used 
only once. 


The Simpsons 
have rather, sadistically 


There-are many different prizes in these blocks. Some items help you 


inventive minds. Take Bart, for fight, while others open secret doors. And don’t forget that some 
example — his “mouse cruncher” trap isn’t fooms can’t be completed without finding all of the prizes. 
something found in normal hardware stores. 


Since-mice can’t 
climb over two 
Stacked blocks, 


In later levels the 
pipeS become a 


use blocks to growing part of 
keep the mice = %. -Seeee ee each room’s 
confined to a Torr coe Mmibdeeeseeeseceees = : puzzle. 


small area. You “| Sometimes mice 
can even push === iy need to be sent 

them all together ; a Ss through them to 
into one big ; ; reach the trap, 

mouse if you and at other times the 
stack the blocks pipes return the mice all the way back to the 
correctly. beginning of the puzzle. 
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Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL” 
captures all the thrills and intensity 
of a real full-court basketball game. 
You are in command; leading the 
court, making the plays, and 
scoring the points. 

Want close ups? Go for the 
slam or a 3-pointer and let the 
full-screen animation blow 
you away! 

When your men start 

to drag, you can substitute 
some fresh blood. 

It's all jam packed into 

one NES cartridge, 
pro-basketball 


at your fingertips! just a spectator 


You control full court 
movement 


"*NICK.R 
FREDDIE .4 
* JIMMY .L 
*LOUIS .K 


ROGERS .T 

GEIRY.B 
*MIKY .E 
HANSEN .S 


ROV.G QUuV.F 


WALTER .D THOMAS .J 


Pick your starting line-up 


Team up with a friend 
against the computer 


®4. American Sammy Corporation 


5 2421 205th St., Suite D-104, Torrance, CA 90501 
. & ® PHONE: (213) 320- 7167 * GAME TIPS: (213) 320-7362 


Be a part of the action-not 


See your shots-up close 
and personal 


ULTIMATE BASKETBALL™ is a trademark of 
American Sammy Corporation. Nintendo and 
Nintendo Entertainment System® are registered 
trademarks of Nintendo of America, Inc. 
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This ball is one of the most valuable prizes you can find in the 
blacks. It’s a much better weapon than a pie, and it can clear out 
certain bricks to reveal secret passages. 


Use the 
spring to 
reach places 
that would 
otherwise be 
too high. Be 
careful when 
you begin to 
fall back down, 
though — if you 
miss the spring 
from a great 
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Sometimes it’s necessary to place Bonus’rooms can occasionally be neigh, you may 
blocks in midair in order to build fourld if you kick the right blocks. pee seme 
stairs to higher platforms. Stand on “Inside you'll find loads of prizes, such eyey: 
the far side of a platform until as horns, mugs, and extra lives. 


Krusty begins to lose his balance, 
then place the block. 


These- disappear- 
ing \ blocks can 
cause Krusty a lot 
of trouble — they 
fall out from under 
his feet as he walks 
across’ them. 
Sometimes you 
must get rid of 
them to open up a 
passage to an- 
other area. 
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You’re in the blocks. 


The coliseum crowd is Rahal 
The starter gun cracks. You’re off! 


You take the lead! You’re maneuvering perfectly. 
You just might beat your smile-flashing opponent Jack 
Strop, and go on to product endorsement stardom. 
But first, you have to get around the sneaky moves 


M Play against six 
different opponents, 
each with their own 


individual style. 


Passwords to save 
‘your progress. 


M@ Play against a friend 
via Game Link 
Game Pak. 


HM Great graphics! 


Seven different events. 


Game Boy Screens Pictured. 


of I.B. Cheatin, and three other power-packed 
competitors. And not just in the 100 Meters, but in the 
Hurdles, Javelin Throw, Pole Vault, Long Jump, Discus 
Throw, and Weight Lifting. 

This is no walk in the park--it’s the world finals. 
And it takes more than sweat to be champion--it takes 
the strategic moves of a skilled athlete. So come on, 
suit up! The crowds are waiting. 

To order Track Meet, 
call 1-800-969-GAME. 
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As in the M.C. Kids™ 
- Mick and Mack. Two cool dudes 

| mind-warped into McDonaldland®, 
who turn the whole place upside down..... 


AAAEEL CZ 


ow McDonaldland’ ? 

Wait ‘till you meet 
GNASH, GOFORIT, 1. PSYCHO, and 
A the other video misfits I've unleashed. 


's, and McDonaldland. ©1991 McDonald's Corporation. 


haritie: 


he following are trademarks of McDonald's Corporation: M.C. Kids, Ronald, Ronald McDonald, Golden Arches, 


ick, Mack, Hamburglar, Birdie the Early Bird, Grimace, Fry Kids, CosMc, The Professor, Ronald McDonald 


|. PSYCHO ivT:s ARADO, 


THINK YOU'RE TOO OLD FOR 
YOUR MOM BUY we ‘a 
TLE BROTHER. BET -on vour 


Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. 
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Overworld/Palaces i Dungeons/Caves 
DP | | «iF DP | 
AP FEES AP ¢ 


Weak Spot: None : - Weak Spot: None 


Fights exactly like the Blue Knight, buthe hasless —s_— Fast. but very weak. They usually stick to corners 
life. and along the sides of walls. 


oi Dungeons/Caves 
@ DP | 


Charges you super-fast if you cross his path. Let him 
come for you. 


Overworld Overworld 
DPI Itt ease =DP || I 
SAP ¢ : AP 
Weak Spot: None | Weak Spot: None 


| Attack him from the side. He’s super-fast, so don’t Freeze him with your Boomerang so he can’t fire as 
get caught up in his charge. you move in close and attack. 


| Overworld | : Overworld /Dungeons 
DP | Soa 

AP @ ae as Por 

Weak Spot: None 


Often gets caught in a constant left/right pattern. 
Simply attack from overhead or underneath. 


Dungeons - ai| < | Dungeons 
Sp | sexe DP | | 
ap ¢ Fr Loe 
Weak Spot: None Weak Spot: None 


Very easy because he’s so slow. He can’t possibly Quickly j jumps out of range. Back him against a wall - 
dodge you or run away. and swing as fast as you can. 
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Age Telephone# 


IF | WIN an American Sammy® game, I'd like 


to receive: C—JWanderers From Ys I!™ or 
Co uttimate Basketbal!™ or 
ee Vice Project Doom™ or 
Co Might & Magic™ 
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‘Hard to hit once he starts vee 
hitting you : once. 
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Everything you need , 
to know about rr 

Nintendo* 

games! 


V It’s all here in one 
S Oy great magazine! 
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NINTENDO* GUIDE 
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Desert/Beach — 


Weak Spot: None 


‘Very fast, so plow him down with your boomerang 
before approaching. 


Weak Spot: None 


While the Vulture doesn’t directly attack you, he 
_ citcles, making it hard for you to maneuver. 


| Green Sand Plant 


Desert 

DP || 

AP ¢ 

Weak Spot: None 


| Very slow. Attack them quickly before they go 
peck underground. 


| Stand behind an obstacle when he fires, then strike 


_ twice just as he surfaces. 


Dungeons 

DP | 

AP & 

Weak Spot: None 


Stand as far away as you can and wait for them to 


come to you. 


Weak Spot: None 


For a reward, pick up the fish and throw him back 
into deep water. 


Desert 
DP | | 
AP © 
Weak Spot: None 


Sand Monsters pop out right underneath you, so 
keep moving when they’re around. 


Dungeons 

DP: N/A 

AP & 

Weak Spot: None 


Duck behind obstacles to block its laser bolts, then 
run past when it looks the other way. 


E II 
AP ¢ 
Weak Spot: None 


Much faster than the green plants. Don’t let them 
pop up under your feet. 


Watch out for flying debris errs they surface. Keep 
moving to avoid getting hit. 


_ Death Mountain wee Death Mountain 
DP: N/A aes DP | | 
AP @ AP ¢ 
~ Weak Spot: None Weak Spot: None 


Very fast, and they easily dodge attacks. You cant 
kill them, but you can temporarily freeze them. 


Use your Beonierang to slow him down, then attack Bumps you Paeonan when you hit him, so when 
with your sword. __ you attack, watch out for pits behind you. 
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1 Weak Spot: Tail 


Fights the same as the Blue Squid, but he’s a 
_ heckuva lot meaner. 


| Hyrule Castle 
DP 
AP © 
Weak Spot: None 


The chain can't hurt you, so ome between it and the Attack it when it stops for a moment. You must 
trooper as you fight. usually look closely to spot it. 


J) ae = LT ie 
_ Weak Spot: None / ale Ta 


Your weapons won't work against him, so you must 
knock his own shots back at him. 


Use the fe 
password ENTER PASSWORD: 


feature to BCDFGHIKLMNPQ 
RSTVWXYZ01e34 


: save your 56789bcdfghjk 
Chris Slate game du- Imnpqrstvwxyz! 
A RUB ND 
hen Austria- ring any of lcIFKv GdKZQ9j 
Hungary's the 20 mis- 
sions, then 


Archduke Fer- 

dinand was as- 
sassinated on June 28, 1914, 
it set off a chain reaction that 
resulted in World WarI. During 
the waryears, countless battles were fought 
on land, at sea, and — for the first time — 
in the air. WWI would show the world the 
importance of air superiority. 

Wings 2: Aces High re-creates those 
WWI missions. As one of the select pilots 
known as the Aces, you're trained to carry 
out three types of missions: dogfights, 
bombing runs, and strafing missions. Your 
squadron consists of five brave pilots, each 
of whom has his own flying style. 

You're given two chances to complete 
each mission. Survive both tries but fail to 
accomplish your mission objectives, and 
you're drummed out with a dishonorable 
discharge. Remember — it’s war out there, 
and there’s no room for mistakes. 

The first thing you notice about Wings 
2 is its beautiful graphics. The landscapes 
are nicely drawn and the planes fly very 
smoothly. The music is well done, too — 
the military-style drum beat matches the 
game perfectly. The game’s only problem 

- is that it can be very difficult, especially 
when you're just starting out. But as both 
your plane and your fighting skills im- 
prove, flying becomes more and more fun. 
Wings 2: Aces High is a simple, but very 
good game that challenges your reflexes 
and your wits. 


“ 
go on leave until you're ready to ™ 
resume your flying career. 
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Choose a pilot from REVIEW RECORDS 
the barracks before 
a mission. If he’s 
successful, youcan fez) grits 
powerhimup.There [Rjitvelsit-a. 
are four skills to Biwtvarntergc 
improve: flying, Sse 
shooting, mech- 
anics, and stamina. 
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Back in the old days, 

fighter pilots didn’t have 

radar to help them 

navigate; instead, navi- 

gation was done by sight. While Wings 2is true 

to the era, you can give yourself radar by 
pressing Up and the L and R buttons on your ©" 
controller during the title screen. Do it—radar’s 

a great help. 


Bombing runs are 
perhaps the easiest 
of the three missions. 
If you're flying at the 
highest altitude, wait until the ictGanl is justin (ee of 
your propeller, then drop a bomb. It should be on 


When your plane 
is fully powered, 
you can perform 
dizzying aerial 
loops. Make sure 
you have plenty of 
room, though, or 
you could turn di- 


rectly into an en- | 


emy’s path! 


It’s either kill 

or be killed 

during a 

dogfight. If 

the fight 

goes on for 

alongtime, your opponent might 
decide to cut his losses and 
retreat— but it rarely comes down 
to that. While enemy fire is 
something you definitely want to 
avoid, a more pressing problem 
is mid-air collisions. Keep your 
distance! 


The strafing run is the third type of 
mission. It’s very hard to get in front of 
your targets in these missions, but 
most of them don’t require you to hit 
every enemy. 
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seem tough, 
they’ve got a weak 
spot — the flashing 
bulb on top of - their 
heads. 


and an extra life. It takes fancy jumping and 
ging to avoid the spikes that surround these 
oving platforms — a preview ‘of things to come. 
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an you hack it? As the 
imprisoned young 
adventurer who has just 
managed to escape your 
cell in the palace 
dungeons, you have only 
60 minutes to make your 
way to the top of the 
palace and rescue the 
beautiful princess from a 
forced marriage with 
Jaffar the evil tyrant who 
has stolen her father's 
throne. 
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“will 
plunge you into an exotic 
world of challenging 
puzzles and non-stop action, 
featuring the most fluid and 
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Game Boy®! 
You may be swift and 
cunning enough to 
slash your way past 
palace guards and 
dodge trap doors... 
but how will you 
withstand the 
wicked sorcery 
of Jaffar? 


oni eo™ ins “ 


Perec series wo = 


> “An unmitigate 
NIBBLE 


> “A tremendous achievement.. “ 
COMPUTER GAMING WORLD — 


> “Prince of Persia” is the : 
Star Wars of its field? 
COMPUTER GAMING WORLD 


® 


Prince of Persia is a 

trademark of Broderbund 

Software, Inc. © 1989, 1991 

Broderbund Software, Inc., 

Jordan Mechner. 

All rights reserved. 

Licensed by Virgin Games, Inc. Virgin is a registered 


LICENSED BY trademark of Virgin Enterprises, Ltd. 


NINTENDO, GAMEBOY AND THE OFFICIAL SEALS ARE 
(Nintendo) G A INI fE TRADEMARKS OF NINTENDO OF AMERICA INC. 


© 1989 NINTENDO OF AMERICA INC. 


Virgin Games, Inc. 18061 Fitch Ave. ,Irvine, CA 92714 TEL: 1(800) VRG-IN07 
For pricing and orders call 1(800) VRG-1NO7. Visa, Mastercard, Am. Express, and checks accepted. 
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THE PREMIER 
MAGAZINE FOR THE 
GENESIS* FAN 


Make a birdie putt, dodge enemy missles, score the winning touchdown, 
explore other galaxies...Be A Winner! 
GAME PLAYER'S SEGA® GENESIS® STRATEGY GUIDE gives you super hints and 
strategy features for today's (and tomorrow's) top-selling Genesis® Games! 


Subscribe Now and Save 37% 
Off the Single Copy Price! 
Just $14.95 gets you a whole year's worth (6 issues) of Sega® Genesis® action! 
Fill out and mail the enclosed subscription card. 


Basic subscription price for 6 issues is $21.50. Single copy price is $3.95. 
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Capcom 


aid kit. From here, it’s 
ang from the center c 


ae 4 
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Déerfield Parkway 
= mt mon 


Kneel and whip this wall in 
level 1-2 to replenish your 
life meter completely. 


These wooden sections of 
floor in level 1-3 flip if you 
jump on them — or if a 
winged Medusa head 
knocks you onto one. 


prauses ah evades | 
These devilish porcupines 
attack by curling into balls, 
then rolling toward you. 
They can’t climb rocks, 
though, so kneel here and 
whip away in safety. 


the 


Whip these boulders to reveal a hidden treasure room. 


Watch out for the vipers 
swarming on the ceiling! 
Be ready to whip straight 
up as you walk under them. 


Defeating Rowdain is simple: 
whip his mount’s head while 
throwing daggers or axes as 
fast as you can. After you’ve 
drained his life meter, the skel- 
etal horse disappears, and he 
makes a final attack with his 
sword. 


Medusa is as ugly as she is 
easy to beat. Kneel on the 
left as you whip and throw 
your special weapon. 


¥ “3 


Kneel and whip as you slowly 
advance toward Mr. Hed. Miss 
your mark, and he follows you 
to try to get in another hit. 


Ghosts rise from the mist- 
covered ground at the start 
of level 2-1. One lash from 
your whip frees them from 
Dracula’s command. 


The jagged rocks in this 
riverbed are fatal to the 
touch. 


sane 


Mermen surprise you by spring- | 
ing from the water, but they’re 
not much trouble. If you don’t kill 
them, they dive back into the 
water after only one attack. 


The Orphic Vipers await at the 
end of level 3. You can avoid 
their attacks — and get in plenty 
of your own shots — if you stand 
on the second platform from the 
right. 


tains a large heart. Stand as 
close as possible to the 
platform’s right edge, then whip 
as you draw even to the candle. 
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it takes timing to grab this 
pork chop and jump to 
safety before the panel 
flips you to your death. 
Walk to the edge of the 
floor, leap straight up, then 
quickly press Left. When 
you hit the platform, jump | 


Puweyxil, a floating skull 
with a sharp tongue, is the 
boss of level 4. He’s easily 
destroyed by standing to 
the left and pushing Up on 
the directional pad as you 
whip and toss axes. 


Stand in the middle of this 
platform and don’t whip 
until you’re sure you'll hit 
these Medusa heads. They 
don’t drain your life gauge 
by very much, but they can 
knock you onto the spikes 


You ride a gothic elevator 
in level 4-4. There’s a boo- 
merang hidden in the third 
candle on the right as you 
ascend. Squeeze into the 
opening and grab it — it’s 


below if you miss. 
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Koranot, the boss of level 
5, actually appears before 
you enter 5-1. Stand in the 
exact middle of the plat- 
form and whip him as you 
toss axes or boomerangs. 
The only things you need to 
Watch for are rocks falling 
from the ceiling. 


nh SHE & i ed es = 

Dracula has even enlisted the forces 
of nature against you — ducks re- 
lease parachuting rabbits to harass 


you as you make your way toward 
the castle. 


Be sure to grab 
this fire bomb to 
deal with the axe- 
tossing knights. 
You cam toss it 
from aglatform to 
avoid their at- 
tacks. 


the best weapon against 
the next boss. 


If you whip these demon 
dogs, they head straight 
for you when they get back 
up. Jump over them and 
they won’t be back until 
they’ve gone as far left or 
right as they can. 


This swinging 
chandelier is 
a bit tricky. 
Jump left as 
the platform 
swingstothe . 
right to give ~ 
yourself the 
biggest mar- 
gin of safety. 


ce im 


Don’t leave this big pork 
chop behind! 


he ee a J-4- SS 


You can walk down all these 
stairs, but plenty of enemies 
make it risky. It’s better to 
take a leap from the stairs... 


»«This portrait may look 
like Whistler’s , Mother, 
but be alert as yo walk 
by. A hand reaches out 
and seizes you as bats 
attack. 


You can avoid fighting several of these 
ghostly ladies at once by scrolling slowly 
until you get a glimpse of one of them. 
Then inch forward until she attacks. 


Look for this double- 


shot power-up under 
these stairs. 


This one-up is one of the 
few found in the game, 
and it couldn’t come at a 
better time. The boss 
you’re about to meet is 
one of the toughest. 


Kneel and shuffle under 


these groping hands. If the 
hands don’t touch you, the 
skeletal guards won’t attack. 


Paula Abghoul and Fred Askare, also 
knhewn as the Dancing Spectres, are 
eager to include you in their deathly 
dance. Stay ahead of them as they 


dance cheek to cheek, then attack 
when they pause before rushing you. 


A hidden crea- 
ture glides un- 
der the carpet 
in level 7-2. To 
avoid being 


pushed into the spikes, kneel as soon 


aS you see it coming. 
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sure you leap when Sir Grakul sends 


flames racing along the ground. 


If one of these spiked 
platforms is descending 
as the other rises, you'll 
never get past it alive. 
Hop on the swinging 
platform to the left and 
ride it several times. 
When you return, both) 
sets of spikes rise and 
fall at the same time, so 
you can breeze through. 


Don’t leave this large pork 
chop behind. Look under the 
stairs leading to level 8-2. 


You can’t whip all the candles 
hanging in midair as you dash 
across the dissolving plat- 
forms, but if you throw your 
boomerang before starting, it 
reveals a bounty of hearts 
and treasure. 


E ey 33 an] 
The Zapf Bat guards the 
exit to level 9. Avoid the 
fragments that fly from 
his body each time you 
whip him. 


if you kneel and duckwalk 
under them, you’ll get 
through with nary a scratch. 


The Monster, boss of Level 8, 
hurls test tubes that create a 
deadly mirror image of himself. 
Whip the tubes before they 
land and you should have no 
problem finishing him off. 


then let the magnetic rocks draw you to the right into a room full 
of candles. Move fast — you have a limited time to reap the bounty. 


After you 
finish level G, 
= you need to 
be ready for 
danger in 
level A-1. 
Huge gears 
come loose from a gigantic clock 
mechanism as soon as you begin 
to climb the stairs. Turn tail and 
head back down to avoid a hit. 


Get on the ledge below this | 


knight and take him out before 
you ride the chain any higher. 
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Climb these stairs as 
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It’s not tough to find a safe sp 


ot from 


Don’t stop to whip candles 
as you cross this bridge — 
bats are chasing you and 
the, bridge is falling from 
under gour feet. If you have 
the boomerang, toss it just 
before you start sprinting, 
and it knocks out all the 
candles. 


quickly as possible. 
There's a floating circular 
saw just behind you that's 
ready to turn you into 
mincemeat. 


These floating platforms 
carry you to your destruc- 
tion if you’re not careful. 
Ride them to the right for a 
second or two, then start 
jumping to the left to reach 
the next level. 


The Grim Reaper is imposing — but 
not impervious. Stand in the left 
corner and whip to attack him and 
destroy his shots. When he moves 
to the right and throws his sickle, 
move as far left as possible and 
kneel — the weapon won’t touch you 
at all. 


Dracula opens his cape and 
releases a fireball that 
splits into four shots. Toss 
one boomerang high and 
another low, then wave 
your whip in a circle in 
front of you to destroy 
% the tiny fireballs. 


# 


Victory is finally yours as the sun rises on 
anew day. Dracula’s defeated for now, but 
no one knows,when the forces of evil will 
arise once again, ready to bring destruc- 
tion to the warld of the living. 


Slogra is the boss of level This winged serpent is tough. 
B. Whip him, then dash Attack until he stops moving, 
under him as he flies then look up to avoid the fall- 
into the air. Jump onto ing rocks. 

one of the stone blocks 
after he drops his spear, 
whip him, then leap to 
avoid his headlong as- 
sault. 


When it’s time to take on the King Daddy of the Underworld, 
you need massive firepower. Make a leap of faith into the 
air outside his castle entrance, then make another jump to 
the left to reveala hidden supply of hearts, a triple shot, 
and a boomerang. 


Dracula’s next tactic is 
to scorch you with 
dancing flames. Keep all Bolts of electricity flash from 
three of your boomer- the ceiling as Dracula weakens. 


angs in the air; they Be sure to get in a few hits as 
should bring down the you stand between the columns 
flames before they can of energy, but don’t get anxious 
reach you. — the end is very near. 


BE A STAR in Interplay’ s Cinematic 
Action/ Adventure Out Of This World™! 
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 Allrights teserved. Out Of Ths World is a trademark of Interplay Productions. Inc_ ©1991 Delphine Software. Radical Psycho Machine ©1991 Interplay Productions, Inc. © 1985 Rick Koenig. Connie Goldman. Dave Warhol 
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It’s Toon time for Game Boy! Your favorite Tiny Toon pals — 
Buster Bunny, Plucky Duck, and Hamton the pig — have 
arrived just in time to help rescue Babs from the clutches of 
archfiend Montana Max. 

In Tiny Toon Adventures: Babs’ Big Break, actress-wannabe 
Babs is headed downtown to the Acme Theater for work. But 
what she doesn’t know is tha 


easy enough for young Se i has enough vane to 
catch the interest of older gamers as well. 

Switch between Buster, Plucky, and Hamton throughout 
the game to take advantage of their different skills. Buster 
throws carrots at a 45-degree angle — great for knocking off 
enemies that fly or wait on platforms. Plucky bounces pineapples 
that ricochet off walls — good for those hard-to-hit enemy loca- 
tions. And Hamton rolls watermelons — bowling for enemies! 

There are a lot of nice touches in this game, and plenty of 
action. There are even several bonus games to add variety. So 
grab your Game Boy and go help the Toons! 


TINY TOON ADVENTURES, characters, names and related indicia are trademarks of Warner Bros. Inc. © 1992. 
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WHO DO YOU WANT 
TO RACE WITH? 
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FURRBALL. 
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Pay attention to the details 
Of your migsion. 
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Patrick Baggatta 


The overhead map should be 
used when you’re forced to 


Once they’ve been located, 


As the sky changes from day 
to dusk, depend on your radar 
to help locate the enemy. 


After some practice with | Keep your ears tuned for the 
your 120mm Cannon, you be- - Me sound of approaching heli- 
come a real threat. ; Ce copters. 


TE you're 


Eicld, 


Caught in a mine- 
slow down and try £o 


take the mines out with your 


Machine gun. 


2 ; ee i 

When you see a U.S. flag, 
rest assured that there is 
help §Eor you Within that 
region. 


To many kids, designing videogames 
seems like an unobtainable dream 
job. But Garry Kitchen’s been 
doing it longer than many Nintendo 
players have been alive! 
Kitchen, president, CEO, and 
co-founder (with brother Dan 
Kitchen and Alex DeMeo) of Abso- 
lute/Imagineering design firm, 
calls himself “an old man in the 
videogame business.” This former 
videogame Designer of the Year was 
thinking up hand-held electronic 
games inthe late 1970s and is the 
man behind the Atari 2600 Donkey 
Kong, a game that earned more than 


_ A _ 
After entering the flag area, 
the computer takes over and 
makes sure that your tank is 
repaired and refueled. 


‘Whe explosion Of am enemy tank at 
~, (IGhE Can create a dazzling 
light show — happy hunting. 


The most Consistent way to 
take out the attack choppers 
is with the mounted machine 
gun. 


$1 million for Coleco back in 
1982. 

Since 1986, the staff of Abso- 
lute/Imagineering has designed 
more than 50 videogame titles, 
including 30 for Nintendo. Twenty 
more games are now in development. 
Among the titles familiar to 
Nintendo players are A Boy and His 
Blob, The Simpsons games, and Home 
Alone. 

Kitchen’s most recent product 
is Super Battletank: War in the 
Gulf, the Super Nintendo followup 
to his earlier NES game, 
Battletank. The game isn’t a 


ie 


When you've 
Wiped out 
all the en- 
emies in a 
Mission, 4 
previously 
unseen ob- 
jective appears. 


lenge. 


TL’s SO bretty that if G 
almost a shame to blast it 
Oouc Of the sky. 


sequel, however, as Kitchen is 
quick to point out. 

“We had originally done an NES 
game Battletank, but about the 
time we were ready to do a Super 
NES version, the Persian War broke 
out. We thought it would be more 
timely to set Super Battletank in 
the Persian Gulf than redo the 
more generic Battletank. 

“We did a fair amount of 
research when designing the game. 
We wanted to simulate the experi- 
ence of being ina tank, but not 
make  it.boring. [In Super 
Battletank] you don’t have to hit 
11 buttons and switches to turnon 
the tank, and you don’t have to 
wade through a 200-page manual 
before you play. It feels likea 
tank in action, but it’s net dry 
and dull.” 

Like most folks in the U.S., 
the designers of Super Batt letank 
were glued to the news during the 


Within Enis 
cross lies the mission’s greatest chal- 


| You don’t have many of these 


f leaching 


laser-guided missiles, but 
With accuracy like this, 
you don’t need more than a 
oe 


Persian Gulf war. Some of that news 
footage eventually made its way 
into the game, as did actual tank 
designs and models. 

“We based the game on the 100- 
hour ground war. We watched a lot 
of CNN [Cable News Network] and 
looked at books. The missions in 
the game are based on actual 
missions starting with the Marines 
landing in the Kuwait area right 
through to the battles with the 
Republican Guard. Ther -e 
basically in the correct placesat 
the correct times. 

“We contacted General Dynamics, 
the makers of the MI1A1 tank,’ 
Kitchen says, “and they sent us 
training films and specifications. 
We looked at the materials, the 
photos and film taken inside the 
tank, the Capabilities of the 
weapons, 1ts performance, its speed 

. then we tried to design the game 
around those seecs.” 
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ission 


The first secret objective is a highly 
active enemy convoy. 


Remember: When Chi Age wes 
to look desperate, head for 
the nearest refueling sta- 
tion. 


Kitchen points out that there 
are differences between the actual 
MiAl tank and the tank in Super 
Battletank that were necessary for 
playability. For instance, the 
real tank has a “window” that’s 
only about a.inch high. The game 
designers widened out the viewto 
look like windows. “Our primary 
goals were for simulation second 
and enjoyment first,” Kitchen says. 

“For the M62 Soviet-made tank, 
we had one of the guys in the lab 
build a model either 1/12th or 1/ 
24th scale. The art depart 
it on a turntable and digitized 
views of it from 64 angles at 16 
different sizes. The result is 
tremendously realistic. It wasa 
similar thing with the hélicopter. 

As part of the design team’s 
dedication to realism, ae spent a 


ment put 


the tank’s gun. By 
the gun frame by 


io) a wid or 
aying a video of 


It looks like you've uncov- 
ered a dangerous tank bun- 


ker. 


The laser-guided missiles 
are most useful when at- 
tacking enemies that would 
otherwise be too far in the 
Gistance to hit. 


frame, the teamwas able to repro- 
duce the color of the flame as the 
gun fires and the way the sky 
flashes. 

“We took liberties, of course,” 
Kitchen says, “because you don’t 
kill anyone — any people. There 
aren’t infantrymen running around. 
We think of it as a vehicle 
simulator more than a war simula- 
tor. That’s what we find appealing 
about it — videogame first, simu- 
Teaeorm. second. If you can drive 
around and explode some stuff and 
really feel like you're driving 
around inside a tank, we’ve done 
our job. Around here, we put the 
game on a big-screen TV, turn down 
the lights, and crank up the sound 
—it’s really amazing.” 

That realistic sound was also 
the result of painstaking work. 
The design team “sampled” (lifted 


the sound from other sources) MI 
treads, gunfire, large gun shells, 
and other sound effects. The title 
screen and refueling sequences are 
sampled of f video footage of a base 
camp and Patriot missiles. The 
result — what Kitchen calls a 
“oseudo video” — is a digitized 
image of a picture that never 
really existed. Such sampling and 
digitization will be more and more 
common as compact-disc games be- 
come more popular. 

There was some give-and-take in 
making Super Battletank. Kitchen 
would have liked to give players a 
choice of vehicles. “We tried to be 
as historically accurate as pos- 
sible. From a game standpoint we 
could have put in more tanks and 
helicopters, but we took such 
tremendous liberties with the 
graphics that there wasn’t enough 


The glow of the burning 
oilfield provides just 
enough light to reveal 
your enemies’ higing 
places. 


memory to addmore. In the end, w 
decided to go for one, but make it 
incredible.” 

Next up for the Absolute teamis 
the Game Boy version of Super 
Battletank with the same format 
and features. Other 16-bit formats 
are planned as well, and Kitchen’s 
not ruling out a CDversion. 

“We're curious to see how Super 
Battletank does in the market- 
place,” he says. “The Japanese 
don’t really do simulators, so we 
were shooting at a certain market 
we knew would be open. It’s going 
to be interesting to see what 
happens.” 


LESLIE MIZELL 


Absolute; ‘25%, Rock Road; Glen 
Rock, NJ 07452 
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®53@ HOURS: S@ HILES 
WEST OF KUWAIT ciry. 


SECURE AREA. ENGAGE 
ANT REPEL EXEMY. 
DESTHOY + SCUbS. 


AS your game continues, more and more 
obstacles stand between you and your 
ultimate goal. 


CO. tee. your 
: (plat lons con 
servat Vel you get only 
one or two per mission, and The map shows your loca- 
you can use each only once. tion in case you've for- 


gotten where you are. 


Don’ © be discouraged if you loce 
a tank. You should know by oo 
het [he United States woul 
never go anywhere with just ° 


AL night, use your radar [tO help you fing 
refueling stations. 


Brian Carroll 


Videogamers 
know you don’t have to be 
_a touring professional or a 
card-carrying member of a 
ritzy country club to play 
the nation’s best golf 
courses. Regardless of 
your game system, ther 
are plenty of challen; 


courses ready to 
take you on. 

And since the PGA season 
isin fullswing, it’sa good time 
to round up the latest simu- 

lations for a sampling of 

_their various options. 

Grab your sticks and hop 
the cart — it’s tee time! 


Nintendo’s NES 
Open Tournament 
Golf maximizes its 8- 
bit memory capacity by packing in 
dizzying diversity. With three 
courses, three types of tourna- 
ments, five possibleopponents,and 
seven kinds of lies, you get a lot for 


EL UAL 


The game-system caddy in 
Tournament Golf always sug- 
gests a club, but you should 
consider wind conditions, lie, 
and the hole’s layout before 
deciding which one to use. 


From tee to green, 
Pebble Beach for the 
SNESisajoy to watch 
— and often agony to play. T&E 
Soft, the makers of Waialae Country 
Club, has packaged a tough, realis- 
tic golf simulation with lush scen- 
ery and an eye for detail. 

The layout of the actual Pebble 


NES 


your money. And, as you might ex- 
pect, those ever-present Italian 
brothers have traded in their plumb- 
ing tools for irons and woods. 
Highlights are the save-game 
feature for matches in progress, the 
varying swing speeds that trade off 
control for power, and the ability to 


SEES A "ng. 


As with most golf simulations, 
three control-pad taps are re- 
quired — one to start the 
backswing, one to begin the 
downswing, and a third to de- 
termine whether the ball will 
slice, hook, or go straight. 


Beach course is a monster, and its 
simulated counterpart is just as un- 
merciful. You must hit around, over, 
or through more natural hazards 
than perhaps theScotseverintended 
when they invented the game. But 
be of good cheer — Tom Kite once 
notched a course-record 62! Fortu- 
nately, you get a ee chance 


| Before each putt, 

| @ grid creeps 
across the green 
| to reveal breaks 
and slopes in the | 
green. | 


| Ina great touch, 

| Pebble Beach 
= Hows you to 
raw or fade 
hots by adjust- 
| ing your stance. 


put top spin or back 
spin on a each hit. 
Most impor- 
tantly, Tournament Golf delivers a 
thoroughly natural, easy-to-learn | 
interface. You'llbeliningupbirdie _ 
putts in no time. 


(einen aeuinurinne 
Golfdoesn’t provide much help 
once you reach the green — 
there are no grids or fancy 
graphics to help you putt. 


becausetheintelligent 
instruction manual 
gives you plenty of 
useful information for each hole. 
Game options include Tour- _ 
nament, Skins, Stroke, or Match © 
play; visuals of your shot’s trajec- 
tory; and the ability to save games _ 
in progress. 


Unlike most simulations 
Pebble Beach makes you | 
“fll” aswing meter withared | 
band to execute your shots 
The more red you allow, the 

more power you get. | 


Although you can 
play just one 
course, it’s a 
dandy. Tree-lined 
fairways like #2 
leave little room 
| for error. 


ries an endorsement 
from the Profes- 
sional Golf Association (PGA) has 
a distinct advantage over other 
games. That advantage means that 
players of Electronic Arts’ PGA Tour 
Golf get the chance to swing at real 
PGA tour locations against a field 


A golf game that car- 


player, you might get 


This Super Nintendo game’s 
crowning quality, though, isits tour- 
nament option. The televised four- 
round, 72-hole marathon pits you 
(and up to three of your friends) 
against a field of 60 top pros —al- 
though you never actually see the 
pros play. Youmustbea solid player 
to make the cut, and it’s nearly im- 
possible to win. But if you’reasteady 


a surprise shot at tak- 
ing the field. 
Given 16-bit possibilities, PGA 


‘Tour Golf's graphics could be bet- 


ter, but they're enough for an ad- 
equate portrayal of the Sawgrass, 
Eagle Trace, Avenel, and PGA 
West Stadium courses. 


of actual PGA professionals. 


_ PGA Tour Golf's fly-by 
- Camerais more than just 
an attractive feature — 
_ it can help you plot the 
best route to the green. 


Using the swing meter isa 
matter of simple math. 
Note the distance to the 
pin, choose an appropri- 
ate club, then figure out 
the power you need 
based on percentages. 


SELECT FOR HELP 


The three-dimensional 
putting grid gives you a 
wealth of information on 
which to base your ap- 
proach to the cup. 


‘This game boasts what - 
is perhaps the finest — 
tournament in any golf — 


aa 


game. 


Ultra Golf for Game 
Boyisn’tforthe weak 
of heart. Twisting, 
diced-up fairways and a minefield 
of hazards make either of this Ultra 
game's two courses a cruel test of 
perserverance. 

To add to your anxiety, the 
swing meter for this simulation 


a NAME a 


doesn’t allow for much error. You 
must execute your second and third 
taps with pin-point accuracy. And, 
unlike the swing meters in the Jack 
Nicklaus games, this one won't let 
you puta little extra muster on your 
long shots. 

Although its interface is a bit 
clumsy, Ultra Golf's creative layouts 


more than compen- 
sate. Too many 
simulations cut cor- 
ners by offering the same cookie- 
cutter courses over and over. It’s 
refreshing to see the innovative 
courses in Ultra Golf. 
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If you choose Tour- 
nament play— which 
can last up to four 
rounds — a leader 
board keeps you 
posted throughout. 


Ultra Golf's unforgiving 
swing meter demands a 
delicate touch. 


Your putter is ca- 
pable of just 20 
yards, so compute 
the power you need 
according to the dis- 


The Master course’s hole #3 
is a good example of the 
kinds of challenges you face. 
Trees and sand lie in wait. 


tance to the pin. 


Tradewest’s Game 
Boy and SNES edi- 
tions are carbon cop- 
iesof previous Jack Nicklaus editions 
for the PC and Nintendo. 

The graphics in both are crisp 
and clean — albeit a bit primitive 
— and game play is elemental. A 
super-slow swing meter in the 
Game Boy version makes it the - 
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The overhead view in the 
Game Boy Jack Nicklaus is a 
valuable stroke saver, help- 
ing you plan the most eco- 
nomical path to the pin. 


The kag: to this simu- 
lation is killing the ball 
off the tee. 


SH 
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TereeRiaht to 
chanse course 


eur button 
elect hale . 


Jack Nicklaus 


perfect game on which to cut your 
teeth. 

Both versions feature two skill 
levelsand fourcourses. Surprisingly, 
the Game Boy edition includes 
“Jack's Greatest,” a composite of the 
Golden Bear's favorite holes from 
around the world, while the SNES 
version does not. Instead, the Super 
Nintendo game lets you mix and 
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Mast putts should be 
“gimmes,” regardless of dis- 
tance. If you use the golf ball 
at the top of the screen to 
account for both the break and 
angle, you'll rack up birdies with 

the same ease Jack does. 


| Because it uses black and dark © 
| blue, the swing meter in the Su- | 
| per NES Nicklaus can be very dif- 

ficult to adjust to visually. 


match holes from its 
available courses to 
create your own 
course. 

Scoring in both versions is ei- 
ther Skins or Stroke play and up to 
four can compete. Opponents of 
varying ability are included so you 
can chart your improvement. 


Fairways 
Greens 


Putts 
Eagties 
Birdies 
Bogies 


and Last Or 


one 
Tlese to pin 


The game-within-the-game 
is trying to break longest drive 
records. If you can whack ‘em 
300 yards or more, you're 
ready to take on Nicklaus 
himself. 
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| Hole Prizes 
| # @nount Winner # Amount 


Player Totals 


lf play becomes 

Stale, try rear- 
| ranging the se- 
} quence of holes’ 
to create your 
own course. 
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_In Skins competition, the cash goes 
to the winner of each hole. 
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t’s been days 
now since Cor- 
ak the Myster- 
ious vanished 
without a trace. 
Up until his disap- 
pearance, he had been fran- 
tically working on the enor- 
mous problems facing the 


AmericansSammy 
Super NES 
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world of Cron. He spoke of 
wild things, of evil aliens, 
and the end of the world. 
Are his theories and his 
disappearance connected? 

After years as a popular 
PC series from New World 
Computing, Might and 
Magic has been translated 


Chris Slate 


for Sega Genesis, Super 
Nintendo, and NES. Aside 
from its exclusively first- 
person viewpoint, Might and 
Magic Il: Gates to Another 
World follows the classic 
role-playing game (RPG) 
mold — you fight monsters 
to gain money and experi- 


ence, you buy better weap- 


ons to beat bigger mon- 


sters, and you ultimately 


save your land from certain 
doom. 

But be warned that this 
game is huge. There's a lot 
of land to explore and more 
than enough weapons and 
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items to find. Die-hard 
RPG players are going to 
love the challenge, but 
beginners might want to 
start on something alittle 
smaller before stepping 
up to Might and Magic Il. 


Maps furnished by New World 
Computing, Inc. 


Guide to Middleg 
‘Town wi Middlegate Mp engl 


- Turkov's Training 
7 SJ. Blacksmith 
5 - Slaughtered Lamb 
6 - Sleepy's Mage Guild 
7 - Poorman's Portal 
&- Lock and Key LTD — 
9 - Travelmoore 
to - ‘Track and ‘Trail 
11 - Edmund's Expeditions 
12 - Otto Mapper, Esquir 
13 - Brain Detoxification 
14 - Arena of Middlegate 
15 - Passage to cavern below 
16 - Exit to outdoors 


Creot= A New Choracter 


Roll the dice over and over 
=i again until you're dealt the — 
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best possible — stats. Fr 

: instance, if you've chosen 
Bronte ona Mastic o2 f cer =——_anarcher, you should try to 
Gete= to pnotnec | SE, roll a 21 (the highest number 
=e  . eae possible) for his. accuracy. 


_ Hurrcire 
However, stats can be = 


__ pushed higher than 21 if 
SG Ee re | you include racial bonuses. 
‘it = _ You can increase the level 
———eeeee - of a Barbarian with 21- 
You can load up. a a saved game, level might, for example, 
| create or delete characters, | by making him Half-Orc | 
and toggle the game between § (Half-Orcs are stronger 
' mono or stereo sound from the ~ than members of other — 
main menu screen. If you're races). _ 
. just starting out, create a party _ 


| of six characters first. Guide to Atlantit 


1 - Carriage Inn 
2 - Eleusinian Temple 
3 - Island Training 
4.-‘Drewnhald Ironworks 
a (cond: tion: = 5 - Boar's Tongue Tave 
Zise Sessile. : 6 - Cabalist Mage Guild 
SEE 7 - The Mystic Portal 
& - Beautify Atlantium 
9 - Classic Key Shoppe 
10 - The Olympic Trial 
11 - Odysseus Tongue 
12 - Hippomenes &° Atlant 


Once you've decided your 3 
' character’s basic outline, the |X a ‘ 
rest is automatically filled in. 16 Exit to outdoors 
_ Study the information on this 
| screen to decide whether to 
_ save your character or scrap 
him and start over. 


The game begins at the Mid- 
dlegate Inn. You can always 
return here and save your game 
by signing the registry. If you 
should meet an untimely fate, 
return here and resume at the 
point you last saved a game. 


aan _______ ine 


1 -‘Tundaran Arms Inn 

2 - White Dove Temple 

3° ‘Enhancement Center 
- Thundrax ‘Weaponry 

5 - Lucky Dog Saloon 

6 - Mystical Mage Guild 

7 - La ‘Porte 

& - Polar Passage Portal 

9 - International Market 
o - Saracen's Denial 

11 - Columbus' Sextant 

12 - Passage to cavern below 

13 - Exit to outdoors 


_ 


Town of Middiesute x=15 Y¥=5 
Press (6) To Exit 


The map screen displays 
an overview of your 
surroundings — a great 
help when exploring the 
town. 


A visit to the arena won't 
accomplish much unless you 
have an arena ticket. 


There are lots of 
locked doors in 
town, so be sure 
to visit the “Lock 
and Key Ltd.” 
early on. 


“Town of Vulcan 


1 - Hotel Four 

2- Vulcan Temple 

3- ‘Training Academy 

4 - Bestway Blacksmith 

5 - Belinthra's Bar 

6 - Blackrock Mage Guild 

7 - Vuleanian Transport 

§ - Vuleanian Export Co. 

9 - Lava Locksmith 

10-4] Proficiency ‘Expert 

11 - Disembowlments R Us 

12 - Sergeant Pain School 
- Element Statues 

1 Passage to cavern below for 

- Exit to outdoors 


"Otto 
Mapper, 
Esquire” 
should |g 
also be 1 
one of the first places you visit. 
For a small fee, Otto trains you — 
in cartography so your party | 
can keep a detailed map of ‘its | 
travels. 


ra 


hy 


“ 
| 
| 
q 
ol 
x 
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Guide to Sandsobar 


1 - Hourglass Inn 
2- Temple Benedictus 

3 - Sheik Training Arena 

4. - Big Al's Accessories 

5 - Red Lantern Tavern 

6 - Whirlwind Mage Guild 
7 - Sirocco Portal 

& - Portal Dune 

9 - Fitpro Locksmith 

10 - The Embassy 

11 - Sly's Opportunities 

12 - The Sandy Dunes 

13 - The Wizard's Eye 

14 - Monster Bowl 

15 - Passage to cavern belaw 
16 - Exit to outdoors 


The “Poorman’s Portal” is | 
a magical place that — for 
a fee — whisks you away 
to the town of Sandsobar. 
These portals are a great 
way to get around, but 
you can avoid a lot of confusion if you wait to visit until you actually 
have business there. 


secu 2 ee 


Venture into the forest 
after you've thoroughly 
explored every corner of 
Middlegate. Many 
creatures approach you, 
but not all wish you harm. 


These road signs are 


Soe oy ee 


very helpful as you make 
= your way from one place 
; to the next. Sometimes 
they point the way 
toward other interests, 
such as a circus. — 


Green Message 3: i 


Lie Tei i Mer 
et Sapper: ’ Reaatn het. 


“ to East aus 


Occasionally a weird message 
pops up while you're traveling. 
No matter how obscure it 
seems, write it down — it willno 
doubt prove useful later on. 


dust outside 
of Middlegate 
you're asked if 
you'd like to 
jump into a_ 
“Magic Mon- 
ster Pit.” Before you answer with a 
resounding “No,” consider all the 
experience and money you could earn. 


Se 
Cavern Below Atlantium 


It’s important to study your 

enemies so you'll know them 

better the next time you 

fight. For example, these 

Inept Wizards have onlytwo_ | 

2 hit points, with an armor © 

class of 2. The Venomous Snakes have 12 HP with an AC 
of 3, and the Killer Cadavers have 30 HP and an AC of 6. 


Matthew A. Firme 
ee 


Aemik’s latest, Xardion for 
the Super NES, puts you in 
charge of a futuristic peace- 
keeping force. The three planets of 
the Alpha-1solarsystem were locked 
in a seven-month war when power- 
ful invaders from the experimental 
planet NGC-1611 decide to take ad- 
vantage of the confusion and seize 
all of Alpha-1. Faced with this com- 
manding new threat, the three lead- 
ers of the Alpha-1 planets settle their 
differences and band together to 
drive out the invaders. 

On Triton’s homeworld, Ocean- 
sphere, you encounter a giant 
octopus — but you can’t battle 

it until you've found Xardion. 


SMA CY A robotic champion is chosen 


~~ Ye from each planet and sent into battle. 
SS ae = — The three must destroy the invading 
\ Me homeworlds, then 
‘<= = journey to NGC-1611 to eliminate the 
AA enemy’s power source. Along the 
Xe way, they must also locate Xardion, 
\2 a the legendary cyborg — the ulti- 
2, o og mate fighting machine. 
e ah a As you battle the bad guys, 
a A a a. you can choose to play as any of 


AN the three robots. Each builds 


XK 
7 


ee uP strength and a 
—\ oe 
x oS Ss Alcedes looks like a big 
Neeg << == chicken, but he’s pretty 
> ie poe tough — especially once i 
La —. Fo he finds the Barrier |“ 
— aX weapon that gives him 


temporary invincibility. 


Xardion 


out | 


_ASMI 


Beneath the frozen plain of 
Hollowsphere is a treacherous jungle 
labyrinth. If you fall from one of these 
leafy platforms, you fall back to the 
beginning of the stage. 


Since he’s the 


hit points as it fights, and it also finds 


only robot essential power-ups. You'll probably 
who can play as Triton, King of the Sea, most of 
shoot the time. His ability to shoot straight 
enemies overhead often makes him invaluable. 
overhead, But all three robots are important 
Triton isthe at different points in the game, and 
most useful knowing which weapon or power-up 
ofthe three. to use ina given situation is vital. Both 


the ability to switch characters and the 
number of weapons at your disposal 
adda lot of strategy to the game, lifting 
it above the average shooter. 
But one thing keeps 
Xardion from being a great 
game — it’s just too easy. Al- 
though you'll enjoy yourself 
as you play, the battle ends 
much too soon. If there were 
only a few more levels to the 
game, it would earn a higher 
rating. Of course, if you've 
rented Xardion, a quick finish 
can bea plus. Butif you buy it, 
you might not get enough 
challenge for the money. 
| io of f fog 


— 
The mighty Xardion, 
towering above these 
little paratroopers, is a 
regular fighting ma- 
chine. Without his 
power, your efforts are 
doomed to failure. 


64 


‘SUPER INES 


SP 


LL2ZO6 VO ‘SIH Ajvanag ‘yL2 eins ‘pag eBauaig e7 yon 


TENGEN 
NES 


WN 


RBI Basel 


Lance Elko 
Ye or of nk on of 


ae baseball purists and true ma- 
jor league fans, Tengen’s latest RBI 
Baseball installment is probably the 
best 8-bit simulation on the market. 
There are other NES baseball titles 
available that offer more thrills, more 
pizazz, and better ar- 
cade play, but none 


After selecting your 
teams, name the 
starting pitchers — 
The Rocket against 
Dave Stewart is a 
good matchup. 


can claim a license from the Major 
League Baseball Players Association. 
What this means is that you play 
with real teams, real players, and 
9, = 7 sperformances based on real stats. 


SSS 


Here's a classic 
confrontation: 
Clemens against 
Rickey 
Henderson. 


In this Cubs-Reds game, the 
runner tries to score — looks 
like he’s a dead duck. 


The lack 
of frills and 
gimmicks in 
RBI 3 is bal- 
anced’ by 
straightfor- 
ward base- 
ball play with all ...er... most of the 
game’s rules in force. While RBI 3 is 
virtually identical to RBI 2 in both 
play and graphics, Tengen has 
broadened the game’s appeal by 
adding the 1990 player stats for all 26 
major league teams, plus the squads 
— with stats, of course — for all 
American and National League divi- 
sion championship teams from 1983- 
1989. 

After selecting a team, you 
choose your lineup (the default 
lineup is a good choice) and your 
starting pitcher. Stats for hitters con- 
sist of Batting Average, HRs, Posi- 
tion, Hand (left, right, or switch/ 
hitting), and Speed. Pitcher stats in- 
clude Hand (left or right, and side- 
arm) and Earned Run Average. 

Performance is based on stats — 
a .203 hitter won't make contact as 
often as a .315 hitter, and pitchers 
with lower ERA’s are tougher to hit. 
One noticeable flaw: After fouling 
off a two-strike pitch (with a full 
swing, not bunting), we were some- 
times called out. 


RBI Baseball 3 has 

little flash — instead it gow 

offerssolid,jump-right- 44 H+ 

in-and-play baseball. Ue +414 

i a “ BuEe@ 
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If you take a pitch, 
RBI 3 lets you 
know whether it’s 
a strike or ball, 
and how fast the 
pitch is. When 
your pitcher's fast 
ball starts to slow 
down, it’s a good 
time to go to the 
bullpen. 
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Player substitutions are 
easy to make — here 
the Cubs’ Paul 
Assenmacher relieves 
Greg Maddux. 


notin mA 


This hit is off the wall, 
good for at least a 
double. 


‘With a turbo 
controller, 
(above) you can 
not only keep up 
with the 
competition, but 
you can also leave it 
ehind. Without turbo 
left), you're sunk. 


The swimming 

events are the 

most difficult. 

~- Remember that 
swimmers aren't 
fish — if you don’t 

sur-face for air, you'll 

drown. 


Vince Matthews 
a 


Whriie you're waiting for the 
Summer Olympic Games to get un- 
derway in Barcelona, you can try your 
hand at 17 different Olympic con- 
tests with Gold Medal Challenge. 
However, unlike the real Olympic 
games, you won’t need much train- 
ing or skill to compete. To make your 
player run, swim, jump, or lift, you 
simply keep pressing the buttons. 
The faster you press, the faster your 
player runs, swims, jumps, or lifts in 
events ranging from gymnastic 
vaulting to weightlifting. 

There’s so much button-pushing, 
in fact, that it’s a real occasion when 
you use the directional pad. In 
the track events, forexample, you 
_ build running power by press- 
ing the A and B buttons, but you 
actually start the runner with the 
directional pad. And in the 
shotput and long-jump events, 
you use the directional pad to angle 
your throw or jump. 

Inthe one-player mode, youhave 
a training option and play against 
the computer. With the two-player 
mode you take on a human oppo- 
nent. But no matter who you com- 
pete against, you're going toimprove 
your score if you use a controller 
with a turbo option. If you try play- 
ing without turbo, you'll wind up 
with a sore finger and sour attitude. 

There’s nothing new in Gold 
Medal Challenge ... it’s a push up the 
directional pad here, a push down 
there.... If you're a fan of multi-event 


ledal Challenge 


There’s an 
awards 
cere-mony 
after each 

event. You =— 
get both a medal and record status 
if you qualify in the top three. 


games, you probably already have 
something in your NES library 
that’s as good as this button- 
mashing fest. But the tie-in with 
the Summer Olympics raises its 
interest value — at least until the 
torch goes out in Barcelona. 


eo a a 
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Another 
world record 
— set with the 
turbo pad. 


Since the marathon 
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is a computer- 


controlled intermis- 
sion, you must sit 
through the whole 
tedious thing. 


y _ oa) | 
oric 
Lance Elko 
ee 


Dhees a lot to like in Ultra’s 
World Circuit Series. The game 
takes a no-nonsense approach — 
you select a car and a racing team, 
take some practice runs on differ- 
ent tracks, try a few single races in 
competition, qualify for position, 
then hit the circuit. 

The designers elected to use 
an overhead view throughout the 
game, quite different than the 
more standard behind-the-wheel 
or three-quarter cutaway perspec- 


on the more twisting, turning 
courses. When 


Curve ahead? The 
game displays an 
in-dicator arrow 
that shows 
direction and 
sharpness of the 
curve. 


- a sharp curves loom ahead, 
a \ the screen displays an arrow so 

SS you can anticipate the direc- 

2 tion and sharpness of the 


x . pe a ’ curve. 
g rN 


I / =, But you need more than 
=. 22. arcade skills to win the 


: ee a circuit. In fact, there are 
SM Ce =<. _ several strategic consid- 
ao — ><, erations. You must choose 
x 3 — *— = from one of three cars, the 
Ea ~Formula 3, F-3000, or the 
“=~ powerful Formula 1, each of 

P42. ae which has unique handling 


If you create your own team, you 
must make tradeoffs — in this 
case, if you increase your engine 
speed, you lose some accelera- 
tion. Customize only after you 
study the track on which you're 


racing. 


abilities. After studying the 
track you'll be racing on, you 
can customize the engine, trans- 
mission, wing, and tires. 
Think, too, before you se- 
lect or create a racing team — 
depending on the car you 
choose, this can mean differ- 
ences in acceleration, shifting, 
and performance on low-, me- 


tire repair and changes. 
Stop too often, though, 
and you'll fall way behind. 
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Run off the 
track too 
often and 
you'll need 
to pull 


dium-, and high-speed 
courses. Pit stops are im- 
portant. Make one too 
many, and it can cost you 
the race, but ignore a “Tire” 
warning, and you can fall 
hopelessly behind. 

World Circuit Series, 
with 25 Formula One world 
courses, support for up to 
four players with the Four 
Player Adapter, and good, 
straight-ahead racing ac- 
tion, is a great choice for 
Grand Prix fans. 

Lee oe 8 oe 


SP 
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pole position. Here, we're at #8 
at the start of a circuit race in 
London — a twisting tortuous 
course. 


into the eat 


pit for 


Stephen Poole 
i 


MI ost AD&D videogames are 
complicated affairs. You must con- 
stantly build hit points, draw maps, 
memorize spells, worry about char- 
acter advancement, and much more. 

But you won't find all that in 
2 Dragonstrike, the latest AD&D title 
from FCI. This game is nothing more 


ee 

SS oe ¥ or less than a shooter, and a pretty 
A good one at that. The game is set in 
& cs Ansalon, where evil dragon armies 
a FZ have invaded. As a new knight, the 
» “AAG ip task of repelling the invaders rests 
22 a : solely on your — 
a ey and your dragon's 
“A — shoulders. 

You fly a 


gold, bronze, or 
silver dragon. All 
three are rated for 
speed and health, 


o 
oma y 
= ~, — — Each dragon has its own 
i DY. sd strengths and weaknesses, so try 
: Le to pick a mount that best suits 


your style of combat. 


The worst thing you can 
do when tangling with an 
enemy dragon is to let it 
get behind you. 


Dragonstrike 


_ have been nice if FCI had 


and all are armed with two breath 
weapons. The gold dragon, for 
example, can shoot either a cone 
of fire oracloud of blistering chlorine 
gas. The strengths of each dragon’s 
weaponry can be compared using a 
bar chart under each dragon. 

You can “dogfight” at high or 
low altitudes. Press Up on the di- 
rectional pad to climb and Down to 
dive. To take out ships and soldiers, 
you must fly low so your weapons 
can reach their targets. If you hit a 
tree or cliff while flying low, how- 
ever, you lose valuable health points. 

The original Dragonstrike com- 
puter game was a flying simulator, 
and the viewpoint was from the 
dragon's back. The NES Dragonstrike 
is much more a standard shoot-and- 
scroll game in the Twin 
Cobra mode — although 
it’s a lot more fun seeing ss 
a dragon flap its wings 
and blow out billows of 
fire and gas than watch- 
ing a helicopter. It would 


been bolder and trans- 
lated the unique earlier 
game, but flying and shooting fans 
should find that Dragonstrike suits 
them fine. 


ee 
GP 


YET 


FCI 
NES 
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Canyons are some 
of the most difficult 
areas to navigate. 


Fly low toward this 
castle, quickly rise up 
and fire, then return to 
the safety of the 
ground. 


The icy southern 
lands are heavily 
guarded by 

troops and ships. 


After each victorious 
.. mission, your 
® progress is displayed 
~ on this map. 


You can 
customize Top 
Gear to your 
own specifica- 
- tions. Begin- 
ners should 
choose the 
white car and 
give it an 
automatic 
transmission. 


XY XX Before a 
{ race begins, 
- , you're givena 4 
_2~— _ track statistic |[ 
_. sheet which shows 


the record — 
time for the 
course, its 
distance, and how 
=, many laps you must 
race. 


@ a! 


Use your 
first nitro 
as the 
other 
cars 
begin to spread out 
just after a race begins 
— you can grab a quick lead. 


A 2 After each race you're 


shown the world 
ranking. The number 
of points given to 
each competitor is / ¢ 
determined by his | 
performance in the 
race. If you want a chance to race in other 


countries, you’d better stay near the top of the list. 


flop Gea 
Chris Slate 


Win sO many racing games 
available for every game system, it’s 
hard to get excited about any new 
ones. Most of them are just the same 
old thing with a few minor changes. 


You might have given 
up on racing games — 
afterall, if you have one, 
you have them all, 
right? If that’s your atti- 
tude, you haven’t seen 
Top Gear. 


. While even Top Gear 


doesn’t introduce anything really 
new to racing games, you won't find 
the normal features better utilized. If 
you've ever played a racing game 
and found it had only one good thing 


Letting off the gas for a second Spee 
you down enough to take a tight curve 
— most of the time. Hitting the brakes 


usually slows you down too much. 


| 


KEIVICO 
SUPER NES 


You can’t 
damage 
your car & 


by hitting obstacles, but you do come 


to a full stop after a collision. If this 
happens near the end of a race, use 
your nitros to catch up. 


going for it, that one thing is 
probably a feature in Top Gear. 

There’s a two-player mode 
in which you race against a friend 
for an entire season. The racer 
ranked highest in the point 
standings after the last track is 
the world champion. 

Top Gear does just about ev- 
erything right. The two-player 
mode is especially fun, and the 
password feature allows you to 
race a long season in more than 
one sitting. If you want a great 
SNES racing game to impress your 

friends, try Top Gear. 


Tough 
courses are 
made even 
harder when 
the sun goes 
down. Your 
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headlights don’t reveal much of the 
track, so you must rely on shadows 
and other cars to get your bearings. 


Matthew A. Firme 
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This game was originally planned 
as a kind of sequel to Nintendo’s 
Mike Tyson’s Punch Out!, with 
Tyson battling boxers from all over 
the galaxy. But obviously a Mike 
Tyson tie-in isn’t a good idea these 
days, so American Softworks 


If you can hit your trainer’s gloves 
each time they light up, you build 
stamina, speed, and power. 


changed the name of the cart’s 
hero to Mike Tylerand releas- 
> edthegameas Power Punch II. 

Even with the name change, 
Power Punch ILis obviously meant 
>. to be a Punch Out! follow-up. You 
view the action from the same be- 
hind-your-fighter angle used in 


| The first 

| opponent you 
| face is 9763 
| Borg, a 

| human 
cyborg. It’s 

! not tough to 
avoid his blows, but if he 
does hit you, you know it. 


Power Punch if 


Punch Out!, and your opponents at- 
tack with patterned moves rather 
than strategy. Spotting those patterns 
is the key to success — just as it is in 
Punch Out!. 

Power Punch II does add a few 
new touches, however, most notably 
an opponent list of intergalactic 
aliens. You can also train to increase 
your stamina, speed, and power — 
but although this training is impor- 
tant, it’s not very entertaining. You 
just stand toe-to-toe with yourtrainer, 
punching his gloves when they 
light up. 

Since they’re more alike 
than different, it’s hard not to 
compare Power Punch II and 
Punch Out!, and, unfortu- 
nately, Power Punch II just 
doesn’t measure up. The 
graphics are bland, and Power 
Punch II lacks the personality 
of Punch Out! The fighters you face 
may be challenging, but the overall 
look and feel of Power Punch II keep 
it from rating above average. 


fGiusniiesst 


As this round card girl 
demonstrates, beauty 
isn’t the same all over the 
galaxy. 


70 


AMERICAN 
SOFTWORKS 
SUPER NES 


LLOOL AN HOA MAN ‘198.95 UIGr ISEQ BzzZ ‘sysomyos Ueda 


fire: 
Even the toughest 
intergalactic contenders 
agree that Mike Tyler 
throws a powerful 
punch. 


Derec Nodden is very 
strong and loves to use 
punishing body blows. 
Stick and move — and 
cover up if you can’t get 
out of his way. 


73 = we ee a 
The bombs that you use 
can hurt you, too, so don’t 
hang around too long after 
you've armed one. Because 
of this, it’s a bad idea to 
rely on bombs in close- 
quarters combat — 
use your gun instead. 


ie 


2 hidden under 


rocks, trees, and just about NES game might be disappointed 
anything else. Use your 


bombs to uncover them. 


aa Srecsec.: PN ess 


Chris Slate 
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The radioactive energy that’s 
slowly destroyingeverythingon |~ 
Earth seems to be coming from 
the Earth’score.Mankind’sonly — 
hope lies with Jason, the young ~ § 
hero who saved the day in the 
NES version of Blaster Master. His 
trial won’t be any easier this time, 
but if he can survive all nine under- 
ground areas, Earth might have a 
chance for survival after all. 

Each level consists of a maze that 
Jason must explore to find an exit. 
Naturally, the exit won't ap- 
pear until he finds its key. He 
must search the maze, bomb- 
ing trees and boulders, until 
he uncovers the key. Once he 
exits each level, Jason must 
defeat a mutant boss — usu- 
ally by luring him into his 
bombs. 

Anyone looking for a strict 
Game Boy version of the popular 


with Blaster Master Boy. In fact, it 
has nothing to do with the first 
game atall;Jason doesn’t even use 

his super 
car. Those of 


| Keep your 
- eye out 


| for sus- 
picious- 


QP BIEN 


Ri looking blocks or paths near the top 
fe 8 of the screen — they sometimes point to secret pas- 

«> 4 sages. Use your bombs to make a door, then look inside 
==! for special items. 
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Pe 
fete 
If you've finished the 
level but still haven't 


found the key, start searching near 
the exit. The key should be nearby. 


you who enjoyed Jaleco’sold NES 
game RoboWarrior will find 
Blaster Master Boy much more 
reminiscent of that adventure — 
and will probably up the rating of 
this game by a point or two. 


eo a 
SP 


There’s a 
mutant boss 
at the end of 


PS i_each of the 
GEE Bao of8oxSs ee 3 
egy is simply to run in a straight line 
while leaving bombs behind you. As 
each creature chases you, it runs into 
the explosions. 


With your 3 i 
‘gamescards yo 


...Annihilate-the-Aliens, Beat-the-Beasts, 
Clobber-the-Criminals, Dash-the-Droids, 
Eliminate-the-Enemy, Flatten-the-Fiends, 
Gobble-the-Gremlins, Help-the-Hero and 
still be home for 

dinner. 


AWESOME PRO TIPS 
——MABERE = EVERY CARD TO 
THE” yy HELP YOU WIN! 


Look for randomly packed Holograms in this Premiere Edition! 


HOW TO 
CONTACT US 


To order a subscription: Use the 
order form bound into this magazine. 


To order back issues or to get help 
with a subscription question or 
problem: Call (201) 703-9505, or write 
to Game Players, Customer Service, 23- 
00 Route 208, Fair Lawn, NJ 07410. 


For editorial questions: Due to the 
volume of calls we receive, we are 
unable to take editorial or game- 
counseling questions by phone. 
However, we love to receive your 
letters of comments, questions, and 
suggestions. When possible, we will 
try to respond in the magazine. Write 
to Game Players, Editorial Depart- 
ment, 300-A South Westgate Drive, 
Greensboro, NC 27407. 


To order reprints or receive permis- 
sion for reuse: Send your written 
request to Game Players, Editorial 
Reprints, 300-A South Westgate 
Drive, Greensboro, NC 27407. 
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